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	[bookmark: _lcnpihec6g5]Notes
This section can be deleted from your final document for submission. 
All blue guidance text should be deleted from this document before submission.

[bookmark: _GoBack]Provide clear examples within relevant sections below as appropriate - not all of them will be relevant to every project - please delete the sections that aren’t required and amend the headings if necessary. (The Analysis section is ALWAYS relevant and ALWAYS required.)

These examples should exemplify your commitment to study outside of ‘taught’ sessions. (Typically 75% of a module’s workload is undertaken outside of formally scheduled sessions)

The indicative word-count for this document will vary depending upon the study year and module you are undertaking. See the module handbook for details.




[bookmark: _wh6rzzaz4zf0]


Introduction
[bookmark: _u06milwrtugz]Briefly explain your project, the context in which it was made and the role you played within the production.




[bookmark: _mudj54ev9bm4]Research Evaluation
Explain what your overall approach to research was, for example did you front-load with lots of examples?  Was it explorative research? (IE. finding information to help you make informed decisions, especially about things you didn’t know before), was it dynamic research? (constantly changing in response to new questions or problems you encountered.)
[bookmark: _liixp6pibemz]Games Design Theory
[bookmark: _uwxotlnxmuil]Did you use academic sources on games design theory did you use in support of your game? (eg: Schell, Swink, Zimmerman, Fullerton, Koster...). Provide an example stating what you used, why and how. 
[bookmark: _il0ayxz7q70x]Technical Research
Describe your use of technical learning (IE. proactive use of forums, use of documentation, technotes, peer and tutor support, self-initiated learning etc.)
[bookmark: _ts8k735uijcp]Contextual Research
If relevant what sources of inspiration did you use? These could be Visuals, Sound, Art, Film, Literature, site visits etc. (IE. Primary and secondary sources). How did you assess the quality of sources and did you research to a suitable depth and breadth? 
[bookmark: _odo1f3iqgv1g]Game Research
What key references to other games did you use and why? (IE. for inspiration, mechanics, problem solving issues). 
[bookmark: _rwqticie3v]Research Conclusion
How successful was your research process, could improvements be made for next time and how?


[bookmark: _y8wmy5o5ww8c]


[bookmark: _6a2fgeta0ze9]
[bookmark: _yh86xelw5p4h]Technique Evaluation
Explain your production methods, were you using well-established techniques? did you find better and more efficient ways of working? Was this your first-time using a particular piece of software? Were you trying something that is new and/or experimental?
[bookmark: _123k8iz57trd]Identification & Suitability of Production Methods
Were you using the right tools for the job? Did you explore different production methods? Did you have to change your approach, if so why?
[bookmark: _ba6yw6vwrdo2]Development of Techniques & Skills
How much work went into refining your knowledge of production process or learning new skills? Did you play-safe and stick with what you know, if so was this a good use of your time as a learner? Did you try something completely new, if so what are the key things you learnt?
[bookmark: _wwajqg9de87s]Overall Quality of Work Produced
How satisfied are you with the work produced? Consider the restrictions of time, budgets, experience and limitations of the brief. Is the work of a professional standard, if not then why and what could be done to meet your expectations in future?
[bookmark: _srhothdwpsqg]Technique Conclusion
How successful was your technical and skills development during this module, what do you know now that you didn’t before and what areas will you focus upon next?






[bookmark: _td98qb9hz7t3]Development Evaluation
Describe your development process, did you have a specific role(s). Was the planning effective and did you make full use of an iterative design process? What problems arose and how did you manage them?
[bookmark: _e3t0chqtl74a]Creativity
How can you demonstrate evidence of Risk, Originality and Ambition? Can you convincingly argue that you weren’t simply ‘box-ticking’ but were genuinely pushing yourself creatively throughout the module?
[bookmark: _u6rnghyls7o5]Relevance to the brief
How closely does this project respond to the project brief? Did it deviate and if so why? Were decisions made and features dropped/changed based upon the parameters of the brief?
[bookmark: _tpdr6r39n3mj]Contribution within a group (group projects)
How did you engage and communicate with the team, did you attend all meetings etc. What compromises did you have to make?
[bookmark: _nzthr67gr4s]Working Alone (individual projects)
If working alone, what was your engagement with others? Did you organise/attend critique sessions, did you successfully communicate the project to others? What compromises did you have to make?
[bookmark: _8nctpnx098jo]Iterative Design Practice
Provide evidence of iteration upon your work. What improvements and refinements were made in response to self-critique and external feedback. What, (if any), playtesting techniques did you use, did you find out previously unknown design flaws with your game?
[bookmark: _sklgfni6kjsq]Time Management
Did you manage your time effectively? Were internal deadlines met, contingency plans made/considered, was there appropriate prioritisation of tasks. Were your planned deadlines realistic in hindsight? (Can you effectively account for your study hours?)
[bookmark: _g26ufbob1ha]Development Conclusion
How successful was your development process, were there issues that could be planned for next time. What could be done differently and what do you wish you had known previously?
[bookmark: _y1usi3qivpws]Analysis
[bookmark: _6oxtk56zhf10]Contextualising your work within a wider theoretical practice
Taking a broader look at your project, can you demonstrate a clear relationship between theory and practice? (IE. Theories about level design, visual arts theories, player psychology, theories of fun, amongst others). What games design theories could you use next time to make your game more successful?
[bookmark: _jv0a6bu97x5t]Critique of the work you have produced
Has a clear and thorough job been done of identifying (and where possible fixing) problems encountered with your game? (IE. play-testing with a solid methodological approach). Ideally this is continually done throughout the project so ere there any overarching results/findings/solutions you encountered?
[bookmark: _yud755ymcmc]Critique of your own practice (and action taken)
Reflected upon your own working practices AND demonstrate steps you have taken to improve it (IE. self-directed learning). Have you learned new skills in order to complete this project?

If working in teams reflect upon the success and failures of the project. Was the communication good, did you use any specialist collaboration software, source control issues? How was the team managed, was the organisational approach successful and if not, how could you improve matters in the future?


[bookmark: _5xklggj5ybpi]
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